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How about a Real Game? 

We don't call it Awfiziitg Teunis^*^ for nothing. Iliaf's because this is the clos¬ 
est video-game tennis has ever come to the real thing. It has the precision feel 
and accuracy of real tennis—with a roster of lifelike senes and shots to choose 
from, not to mention a great lineup of computer opponents. 

The rules of Amazing Tennis follow real tennis to a “Tr You can even 
choose the t>*pes of court surfaces you want to play on. Plus, the superb 
graphics and animation are exciting to w atch-even w hen you’re not holding 
the controller. ITie sound is amazing, too-from the thirackf of the racquet 
smacking the ball to the score calls made by the actual voice of world-famous 
chair umpire Frank Hammond! 

So bone up on the rules, grab your controller-racquet, and get ready to hit the 
court. It's Tennis I 



O 


Tennis Terms 


IX) VT: score of zero. V^liile no one is quite 
certain of the origin of this term in teimls, the 
most common belief is that it conies born tlie 
French I'oeuf (Tlie Egg.), pertaining to the 
shape of the zero. 

POI.\T: A point is played from the lime th.e 
ball is pul into play by the server until one 
player fails to renjrn It in-bounds. 

DEUCE: A game score of 40 ALL Once the 
score of DEICE is reached in a game, a player 
ntiisl win two points in a row to win the 
game. 

ADVANTAGE: 'fhe pLiyer w-ho wins the 
point at DEI CE is s:ii(l to ha\'e an AD\'A.N- 
TAGE- If the player witli an AD\'.\NT.^GE wins 
the next point, he w':ll win the game. If his 
opponent wins the next point, the score 
returns to DEI CE. 

AD LN: ADV.OTAGE to theservuig player. 

AD OIT; .4DVANTA0Etothe receding pliyer. 

GAME: Tlie GAME is decided in favor of the 
first p]a}^r to win at least four points by a 
margin of rwo. 

SET: A set 1$ awarded to the player who \s ins 
at least six games by u margin of two. or to tlie 
player who wuis a iie* break^er at 6 ALL. 

TIE-BRL\K£R: Tlic 12*point tic-breakcr is 
played when the games arc tied at 6 .ALL and 
determines the winner of the set. It consists of 
a series of points played until one player wins 
at least ses^n points by a margin of two. 

i\L\TCH: A match in A mazing Tennis is a 
best iwo-out-of-tiiree set contest, and deter¬ 
mines thx^ overall winner benveen nvo play¬ 
ers. If the players split the first two sets, the 
winner of the third and final set w ill win the 
match. 


SPLIT: Players SPLIT the first tw*o sets if they 
each win one set. 

LOB: A high, defensive shot Intended to travel 
over the liead of a player at the net. 

DROP SHOT: A softly-hit shot intended to 
land ver>' short—and hopefully bounce 
twice—before being reached by one’s oppo¬ 
nent. 

RALLY: The back and fonh exchange of the 
balL 

VOLLEY: A ball hit on the fly. before it Las 
bounced on your side of the court. 

CROSSCOURT SHOT: A shot hit from one 
side of tlie court to the otiier. such as left to 
riglit or riglittolefi. 

DOWN' THE LINE: A shot that travels along 
one sideline or the other 

.APPROACH SHOT: The shot used by a play¬ 
er to approach the net. The approachJng 
player ains up to the net behind his 
APPROACH SHOT to take an aggressive posi¬ 
tion there. 

DRIVE: A luird-lut. low shot. 

PASSING SHOT: A sliot intended to pass out 
of reach of an opponent at the net. 

ACE: .An m-bounds serve that an opponent 
misses entirely (i.c.. docs not touch with liis 
racquet), resulting In a point for the server. 

FAI LT: A serve that fails to travel over the net 
or lands oubide of the service box. 

DOUBLE FAULT:Two conseculive fauh;S that 
result in tlie loss of a point to an opponent. 
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The Set-Up 

Loading 

1. Make sure the power switch is OFF. 

2. htscrt \\\eAmazing Temis Game Pak as 
descnbed in vour SIPKR NINTENDO® 
LVI’ERT.^INMFAT SYSITM^m manual. 

3. Turn the power swich ON. 

You will now see the title screen. Press 
yr.ART to go to the Options Screen and make 
your selections. 


Selecting on the Options Screen 
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options Screen 


Number of Players 

For a sinastiing good time, you can play 
against a friend. But if a friend's not avail¬ 
able, playing against a computer opponent is 
lots of him too. 

To select the miiiibcr of plavers, use 
the ITFT/ RIGHT CONTROL PAD 
.\RROW S on the Super NES controller to 
move tlie cursor arrow to the number you 
want (see the controller illustration on page 9 
if you aren't familiar with the Super NKS). 


To play against the computer, select one. To 
take on a friend, select two Press 
BITTO.N A to lock in your selection. 

\OTE: The cfhxhtkit^t that rJre present on ihe Option: 
Screen uhen ifprs/appears are in (lifauitposittons 
\XJ:en a selection i$ lockcctin. the checkrrtarks iiili 
appear in the appfx.pnate boxes 


O 



Court Surfaces 

Move the airsor to select a wm. crass, or gav 
court. Press BllTON A to confirm your 
selection. 

Here are the difrerences in the courts: 

HARD: Hard courts give the truest bounce of 
any surface. Tlte ball’s bounce and s|)ced— 
and your timing—will nut be affected. 

CRASS: Gniss gives the ball an erratic low 
bounce. It lends to stay low and hist when 
played on grass, so svxing early 

CIAY: Because clay is softer , the ball digs into 
the surface, bouncing higher and sloa cr. So 
hold your s\\-:ng a little longer on a clay court. 


Right- or Left-handed 

You ctui choose to play as either a right- or 
left-handed player. In a la o-player game, 
decide wliich one of you will be Player 1 < he II 
serve first). Then each of you will choose tlie 
hand you \x'ant to play. ,\5ovc the cursor to 
your choice and lock it in with BLTTON A. 


Head-to-Head/Opponents 

Theie are two One-Player modes to choose 
from \t] Amazing Tennis: H-ad-iu-Hiu) or 
T 01 .-SN.A.VIENT. If vou simplv want to play a 
match against a Super NES opjwnent, use Lhe 
cursor and BITTON A to select Hfad-to- 
Hfad- Then move the cursor directly to opk>- 
NKvrand press BUTTON A, (Tournament 
play is described ott page 19.) 



Hiere are 15 opponents of viarying talents to 
choose from. To cycle through them, press 
BUTTON A. To go backwards, press 
BITTON B. To select one. press wS'l’AKT. 



PRO nP! YmlijfrrMsfy 
do best if you pick the hand 
that matches your fmldtje 
fnv/ereffce. 
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Meet your Match 

Here’s the rosier of computer opponents you 
can play against, ranging from the most 
unskilld and easiest to b«ai. to the most 
skilled and difficult to beat players. In a tour¬ 
nament. vtRi may encounter any of these 
players at any time on your way through the 
Draw (see page 19 for details of tournament 
play). 

Jacques 
coujitrv^: Fnmce 

Righl-lianded 
world ranking: 502 

Bobo 

countiy*: Italy 

lelt-lianded 
world ranking: 419 

John 

countrv*: L’.S.: Florida 
RiglU-lumded 
world ranking: 280 

Ingmar 

coiiritiy: Monte Carlo 
Right-handed 
world ranking: 269 

Rajid 

counlrs': India 

Righl-luinded 
world rarikijig: 241 

Toslii 

country-; Japan 

Right-handed 
world ranking: 206 

Christiaan 
country: Holland 

Lefi-lumded 
world ranking: 18«) 


Hassan 

country: Morocco 

Right-handed 
world ranking: 163 

Nick 

coiintr>': U.S.: California 
lelt-handed 
world ranking: 114 

Aaron 

counin*: Philippines 
Right-handed 
world ranking: 92 

Kaiiyaiita 

countr>': Zambia 

Riglit-handed 
wid ranking. 62 

.\rthur 

country: I’.S.; Hawaii 
Right-handed 
world ranking: 4-i 

.Angie 

coujitf)': Estonia 

Rjglit-handed 
world ranking: 59 

Kichard 
country: S^\-eden 

Right-handed 
world ranking: 37 

Steii 

country: Estonia 

left-handed 
world ranking: 22 
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Entering your Name 

After you’ve made your selections on tlie 
Options Screen, the Name Emiy Screen 
will appear. 

To enter a letter use the l'P/DO\Ji2S’, 
RIGHT, LEFT CONTROL PAD ARROWS 
to point the cursor to a letter and press 
BU'ITON A. Continue this way until all the 
letters are entered. 1‘hen press START, 

To add a space, select se. 

To backspace, press 
To clear entire name, press ctjl 

To simply be called PLA\TR 1 or 
PLAYTR 2, press START before entering 
any lenerts. 
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PRO TIP: 

fcttrrrkwu'til he,<nrvioef:ier 
hvtfrnapk' Yourfjaybeelt^f- 
Ibiefira sfieciaip^motiofnf 
[vouum (4fkt)'c>u'iJuwitlohe 
abk iUsee Toamanient w page 19). 



Controlling your Dame 












































On the Court 

The Tennis Court 

Tlie teiuiii conn is marks J off imo seciioi^s. For singles games-like you’ll play \n A mazing 
yi^^z/z/s-yoirll need to concentrate on the inside sc-ctions. 

■ Service in-bounds are;is Singles in-bounds areas Doubles in-boiiiids areas 
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The refutation tennis court. 


Singles games are pla>^ inside the SINGLES SiDFJ JNKS. Balls that are hit on the inssde BASEIiNK are 
com^et^ good. Balls hit over it are caa* If any (xut of tlie boll toucites a boundarv* tine, it is good. 
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The regulation tennis court as seen ^/rAmazinjiTcnfUs. 
































Serving 


Each sen er senes for one game, rotating from 
right to left sef\'ing positioiis. ITie fii^t point of 
the game is always from the right coun. lire 
second point is sen-ed from the left, the third 
from the right again. M the end of each 
game, players s^^itch serving and recemng 
positions ( AtmzifJg Ten fits does this rouition 
for you automatically). 

To sene, the player losses the bail into the air. 
then swings to liit it over the net atid uito the 
opponent’s diagonally opposite scnice box. 

For each point sen ed. the player gets vxo 
chances to put the ball in play. Most players 
are more conservative on their second sen-e in 
an attempt to avoid l-osing the point. If the 
player misses the ball altogether on the sene, 
he tries again—nothing lost, notiiing gained. 

Faults 

A y'aulf'is a served ball that: 

• Doesn’t make it over the net 

* Bounces outside of the service box* 

♦ See tennis court tUajirams. pages JO-Jl. 

If. on your first sene, you ser\ e a fault, you get 
another chance. If you serve a fault on your 
second serve, it’s called a Double Fault and 
the point goes to your opponent. 

\r\Amzntg Ten ft is. the line judges call the 
lines and the umpire will call the faults. (Tliey 
are always extremely accurate.) 

Types of Serves 

In Amazing Tennis you cmi choose between 
i\Nt) t\ pes of senes: a hard sen e or a soft 
sene. 

To serve a liard ser\'e, press BITTON A 
or H for the toss. Then press Bl.TrON B 
again for ihes\\ing. 

I 


To sene a soft sene, press BlTl’ON A 
or B for the toss. I'hen press BIITON A 
again for the swing. 

To hit a deep sene, s\\ing early. 

To hit a short or low serve, swing later. 

To control the direction of your 
sene, hold the CONTROL PAD ARROWS 
RIGHT or LEFT during the w Ind-up. 



Time}'our sene to swing when the hall has 
reachetf the top of Its arc and has Just begun 
iSs descent. 


PRO TIP: On your sec¬ 
ond don V fake 
chancei on gefting a doM 
I JauH Tse RL7T0.yAi)0ur 
sojisene) and su ing early to make sureyxfu 
dear the tier 



Changing Ends 

After an odd number of gunes lla^ e been 
played in a set. pbyers cluange ends of the 
court. The umpire will prompt you to do so by- 
saving 'Cliange Ends,’ and the actual change 
iaAntazing Tennis will happen auvomaucal- 
ly. In a tie-bre-aker, players change ends after 
every 6 points are played (see page 17 for 
more on tie-breakers). 

The end of the court that is closest to the 
"camera'’ is known as the forecourt. The 
end that is fanhest from the camera is the 
backcourt. 


PRO IIP: Sirateic/afkitich- 
fiiguvs may tao' slightfy. 
dejiending on ukich efidof 
the court you repiayingin. 
Carefully read the thoi indmetions described 
in thU marnuil. ami [>raitke a bit to get the 
feel of being in both etuU 
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Rallying 


Once the ball ]m l)een sened an<l it's in play, 
the back ajid fortli exchange of the ball is 
allied yalhifig. ^ Tennis players trv* to con¬ 
trol their shots so that ilic)’ are difficult to 
return For example, if an opponent is still on 
the left side of the coim, the player will try to 
^ aim the ball towards the hgftt—in hopes iliai 
j the opponent wll be loo for away from the 
' ball to reach it in time to return it. 

I Ifan opponent is positioned deep on liisside of 
I the court, from the net and toward tlie 
baseline, the pla^-er may ir* for a '‘drop shot 
or 'afigled t'oUn^ that falls close to the net in 
the opponent’s court—again making it harder 
forliim to reach the bill). 

Amazifig Ten r is gives you four basic !y]>es 
of shots—and you can experiment with modi- 
! f> i iig the directions on each one. The four 
i types are. 

Soft Slice 

I \ soft slice is your most basic shot. It results 
in a smooth-.sailing ball that clc*ars the net by 
a few* feet. 


Lob 


.\ lob is a ball that arcs high into the air 
before beginning its descent. A good strategy 
is to use a lob w hen your opponent is close to 
the net. If your lob is well-placed toward the 
baseline, it will be difficult for your opponent 
to run back fast enough to reach the ball in 
lime. 

To execute a lob, press BUTTON X to 
meet the ball. 

Drop Shot 


To c.xccute a soft slice, press Bl' TrO.N \ 
to meet tJie ball. 

Hard Topspin 

' A hard topspin is is a fast-moving kill with 
i a spin on it. making it more difficult for the 
i opponent to aim it. 

To execute a hard topspin, press 
Bi rroNK to meet the ball 


i 


To execute a drop shot, press 
BITTO.N Y to meet the ball. 



FRO TIP: 

drop shot lf)rtu IV behind die 
seniceline. 




A drop shot is a ball ih,at dies iiist as it makes 
it over the net—a very difficult shot for the 
opponent to return. A drop shot should be 
made from a position fairly close to the net. 




Directing your Returns 

Just like in real temils,.dw^rr/>/^ Tennis lets 
you control the angle or direction in which 
you return the ball. You can do this in two 
w'ay'S or with a combination of the two ways. 
Hie two ways are: 

1. Controlling your position in relationship to 
the ball. 

2. Using the RlGIIT/UiFT ARROWS. 

Tl>e position in which you place yourself to 
make a shot affects which way the ball trav¬ 
els. If you stand to the right of the ball, the 
ball will be directed left, if you stand to the left 
of the ball, it will be directed right. 

To aim a ball to the right, stand to the 
left of it or press the RIGHT .ARROW when 
you swing. 

To aim the ball to the left, stand to the 
right of it or press the IIW ARROW when 
you swmg. 

To put a dramatic angle on the ball, 

position yourself as described ahowand use 
the corresponding ARROW at the same lime. 

The Overhead Smash 



If you ha^’e iiopes of wimiing the tournament, 
here's a shot you should get good at: the 
overhead smash. It can be almost impos¬ 
sible to return. 


To hit an overhead sma^li, back up to 
the service line to return a lob (the smash can 
only be executed on a lob) and prepare to 
swing early while the ball is high. Press 
either BITFO.N A or B to swing. Vou II be 
surprised how effkiive it can k—especially if 
you add an angle placement using the RIGHT 
or mn .ARROWS. 

Serve and Volley 

Here's another strategy you can use against 
thelopseexh. Theser^eand volley is 
accomplished by taking the net position after 
serving and hitting your opponent’s return 
before the ball touches the ground. 

Fjceculiiig a suca'ssful serve and volley means 
rushing the net as soon as vou serve. Vou 'll 
use the UP/DOWN ARROWS to msh. (If 
you’re positioned in the forccoun. use the UP 
ARROW. If you’re in the hackcourt, use the 
DOWN ARROW. I 

To serve and volley, press ilie UP/DOWN 
ARROW (see abo\‘e) during your service 
m.otlon. You will immediately begin nmning 
toward the net where you can prepare to hit a 
volley, using either BITTON A or B to 
swing. 
















Game, Set, Match 

Tennis matclies are aclually a series of se\ eral games in one. Tlie f.rsi group of games is called a 
* The first player to \\'in at leiist six games by a margin of two. wins tlie sci. 

A tennis ' is made up of a scries of sets. InAmazhig I'emis, a match consists of three 
sets, maximum. The first player to win two out of three sets, wins the match. The third set is 
played only if llie p]a\-ers the first two sets. 


Scoring 

Here are the wa^-s you score points in 
Amfizing lennis: 

• OpjwneiU serves lu o out-of-bounds serves in 
a row (double fault). 

• Opponent fails to return an in-bounds ball. 

• Opp':)Jicnt hits a ball oul-of-boujids. 

Scoring in tennis is quite different from scormg 
in most other competitive sports because it 
uses an unusual series of numbers. Amazing 
letmts >\1ll keep score tor you automatically. 

just so you know what $ going on. here’s 
how the scoring sy'stem works: 


If the game is lied. 40 to 40. it's called DEUCE. 

In a DElXEgame, if the sen^r scores the next 
point, its called .'VI)V/V.\r.\GE .SERVER or 
.\D LN. If the recei\'er scores the DEl.’CE point, 
it s called ADV.AYT.AGE RECEIVER w .\D 
OIT. 

To win a DEUCE game, a player must win two 
points in a row. 

Once a game is finished, platxjrs continue on 
to the next game. 'Ehe match is over when 
one player wins ^vo sets. 


SCORE# 

POESTS or CALL 

0 

LOVE 

1 

15 

2 

30 

3 

40 

4 

VHNNING POLVr 


(D 


12 Point Tie-breaker 

What happens when iliere’s a tie at the end of 
a sci and each player has won 6 games? You 
go into a 12-po[nt*:ie'breaker. Here’s how it 
works: 

Tne last player to receive serves the first point 
starting from the right side. U^et’s call him 
Player A.) 

Then tlie other player (Player B> sen*es tlie 
following two points starting from the left side. 

Now Player A sen-es again, this time for two 
points, siariuig from tlie left side. 

Next. Player B sc-nes fiom the left. Then play¬ 
ers switch ends of the court and Player B 
ser%'e$ from the right. 

At this point. 5e\xjn points have been ser\*ed. 
ITie tie-breaker continues until one player 
wins at least se\X!n points by a margin of two. 



Set Scorts 
Sentrliichc 
C4irr«iil 
Giunc Score 


You can rfew the ycoreboartt 
by pressing SELECT 
begin a sene. 

Amazing Tennis automatically keeps score 
for you. Ilie umpire will announce the score 
after each j)olnt. At the end of each set. the 
screen will tilt up to sliow the scoreboard, 
which is above the crowd. 

Each player’s score for each set is posted in a 
row nc.xt to Ills name. Tlie liglued dot indi¬ 
cates which pla>^r is ser\ ing. 

To view the score during the game, 
press SEI-E(n' before beginning your serve. 

To accelerate through the scoreboard 
sequence and get back to the court, 
press SELECT as soon jis you see the score- 
board Of when the umpire finishes chilling the 
score. 



The current game's score tcH! 
be iOspiaveft here after each 
point. 

































Instant Replays 

Thift ><Hi 

Instant repUy. 


Instant repiays ktyou cHi^ck the umpire's 
calls. (Don 7 be surprised i/he's atna^s 
n^ht.) 

At ihe end of each game you ’re sliown an 
ijisunt replay of the vvijining point. When 
you’re first getting the 'swing’ ofAmnittg 
7’etms. instant replays are great because thew 
show you what you did wrong—and what 
you did right. 

For example, if you want to know if you’re 
swinging too early—or too late—click in the 
instant replay. If you ’re not sure whether ) Our 
shot was in* or out-of-bounds, click in the 
instant replay. Or if you made a really terrific 
save ami you just want to extend the liigh of 
the moment, play It again. 


To see an Instant Replay, press the TOP 
LEFT or TOP RIGHT BITTON before start¬ 
ing a new sen e. You ’ll then get a chance to 
see the last play over again. 

To view a i*eplay in the forward direc¬ 
tion, press the TOP RIGH’I' hi V\ ()\ dur¬ 
ing the repla}*. 

To > iew a replay in reverse, preisllie 
TOP LEFT Bl'TTO.N duniig the the replay. 

To bypass an instant replav, press 
SELEa. 



Tournament 


In iliis One-Player mode, you get a chance to 
play the computer opponents in an elimina¬ 
tion format to go for the Touniamem 
Championsliip. 

When you first select lx>:R.VA.^!LST on the 
Options Screen (see page6>, you’ll see the 
Tournament Draw Sheet with your name on 
one of the rungs. You must defeat the oppo¬ 
nent youTe paired with in order to go on to 
the next match. If you lose the match, you’re 
out of the tournament. 

The four lop pLiyers are into the 

Tournament Draw Sheet. This means that the 
best players are put Into the Dniw in such a 
my that tliey won’t play each other ngjit 
away. This t\ peof seeding-whidi is com¬ 
mon practice in professional tennis-makes 
sure the best cojitendcrs don ’t gel eliminated 
in the first round of the match. It kc-eps the 
game fair and exciting. 

.\OTE: Die bestpioivrs. eien ijtiiey U'tn it vn rcutui 
uon ipldyenih (*fierunbi theftnais 



To view the rournament Draw Sheet, 
move tlie IP. DOW^, RIGHT. LEFT 
ARROWS to scroll across the sheet. 


Kach tournament consislsof four matches. 
Eacli match is the best 1 out of 3 sets. Each set 
is a minimum of six games (see (sotm Set. 
Match: page 16.) So in tournament play you 
would play a minimum of 48 games—and 
that’s only if you won every ojte! 

Vihen you win a touniamem match l ou’il go 
to the ’rournamem Draw Slieet where you’ll 
see your name on the next rung ^‘ouTI also 
see the scores from the previous games. Take 
a look at them to see who’s hot in this tourna¬ 
ment. 


SOTH: the nuiSihasyou don ’tpitr1ic)I\zte in are rryt 
pla^i^it on-screen They happen 'ejeamera/afui 
onfyiheir results aredispigyedon the Drau' Sheet 

If you win all four matches in the louriiameii!, 
you ’il receis c the grand tfophi’ and your name 
will appear along with \mr score on llie final 
rung of the ’Imiriiameir. Draw Sheet. 

\OTrS: Ifaie)ouri'(imera reoth uheny^uffiavaicar- 
namtfd The Tnphy Screen uitloniy be be distfiaiai/or 
10 minides afierihe etui of Usefinal match. -X-Tazing 
Itniiis uili not saieyour stiifkiing in the tournament tf 
you restart orturr; oS your Super S'ES. So ifyou need to 
take a break during a P^umamefit, turn o^your tVor 
mcnitcK fndieare your Super Mi$ on. 

If you win the toiimam.enl. ycKfre eligible to 
become a member ofoim.-tw^rr/w^ Tenttts 
Wimier’s Club. To enter, just vAe a plioto- 
graph of the Final Tourmunem Screen wiili 
your name in the winner's slot and send it lo: 

Amazing Tennis Winner's Club 
ABSOLITE ENTERTAINMENT 
P.O. Box Il6 
Glen Rock, -\J 07452 



















Top Tennis Tips 

•llie f.r$t five compiler oppo[>enis are il^ eas¬ 
iest to beat. So practice with them. When you 
gel good enoiig}! to beat them all. go on to 
some tougher competition 

df you’re remriiinga ball that’s near the side¬ 
lines. hold the CONTROL P.U) ARROW 
to'a ard the in$jde as you hit the ball. Tliis will 
draw the ball back imoi’ne court. 


•\X hen charging the net, use a slice approach, 
'fhis gjves you linte to get close to the net for 
your volley and keeps the ball low, which 
reduces yo«ir opponent's chances for an 
otYensive shot. This approach is used fre¬ 
quently by the pros. 


•The best response to an on*rusliing opponent 
is to hit a hard, sharp angje sltot. Tliis forces 
him to stop Ills approiich momentarily and 
stneicli wide for the shot. Even if he returns 
the ball, he is often left out of position for 
your next shot. 

•L'se the lob to push your opponent back oft' 
the net. When he backs up to cover tlte lob, 
he will sometimes leave an opening for a 
crosscoiiri drive. 

•When evenly-matched players compete, most 
points are won at the net. fhe player who 
takes the first good opportunii)' to attack the 
tier has the best chaitcc to win the point. 


•An approach shot down the center of the 
court will reduce the angles available for your 
opponent’s passing shots. 


OTHER GREAT GAMES FROM ABSOLUTE 



Designed by Garry Kitchen, 
On Sale Soil! 


For the Super NFS: 


SI PER B.4 rilET.ANK: W AR IN THE Gl 

. .looks so real that yow’W wonder if it’s Super NES 
or CN.N-** —Nime ndoPower C 1 2.91) 

One of the most realistic, authentic miliiarv' game¬ 
playing experiences ever! State-of-the-art .Ml At 
iwaponrx'. a first-person oul-of-Uink \1ew^ searing 
sound effects, and specUicular graphics make you 
feel you’re right at the core of the Persian Gulf 
War! 




TOYS^»^ 

'Twentieth Century Fox’s major motion picture 
Holiday ’92 release featuring one of today’s most 
dynamic comedians and 
directed by Academy 
Award-winner Barn* 

Levinson (“Bugs)*,” • Rain MaiT). conies to the Super .NES! 

Coming in Winter 1992! 


For Game Bojf^: 


rOVS'IM&©l992UTlx:. 




I1R,N AND Bl 

"...lurn and Bum closely matclies the real flying experience of a 
na\y pilot. \’er\' hot.‘~ ,N:niend o 
P ower 29^ 

A first-person aerial assault simula¬ 
tor, feaiuring a fully-armed K-H 
fighter jet mid 99 intense combat 
missionsl 


2 - 


Designed by Dan Kitchen 
and Roger A midon. 

On Sale Sou ! 




















OTHER GREAT GAMES FROM ABSOLUTE 


FortheNES^^': 



HATTLETANK™ 

•...fa^t-paced. en:eruiining...p[€nt>’ of 
action/— Came Pla^-ers 

Hie best-selling NES tank combat game 
tint puts inside llie tank! 

Designed by Garry Kitcbeu. 

On Saie :\6iv! 





SPACE SHUTTLE PROJECr*^ 

"...a startlingly realistic peek at wiiat true 
space travel is like. You will experience 
spacewalks and graphics so clear, tJieyTe 
out of tliis world/ -Gajiic lafornier 

Blast off into sL\ top-priority missions 
based on acu^al l-S. space agenc\' operations! 
Designed by John Van Ryzin, On Sale Now! 



RACE.\MERICA^»^ 

"If you'd like to burn sotne rubber on 
America’s highwa}^. Race Atnerica may 
be the perfect veh:c!e/“VidwJGamcsmd 
Computer Entertainment 

I - or 2-player road race excitement 
across the USA! 



Designed by Alex DeMeo. On Sale \ou f 



TOYS^w 

T^\^ntieth Centurv* Fox’s major 
motion picture Holiday ’92 
-M release featuring one of today's 
most dynamic comedians and directed by Academy Award-win¬ 
ner Barr\- I^vlnson ("Bugs>*." -Rain Man"), comes to the NES! 


Coming in Winter 1992! 



TOVSiy.^©J 9 ? 2 TCFFC 


Absolute Entertainment, Inc.'s 
Limited OO-Day Warranty 

Absciuie Enicr^iCTcni. be waranK lo be c^gjnal real purchaser of ihiJ ^Ideo game cccnpiaer program <*Ptcgrarn ’) 
that the Came Pak ('Gunc Vzki on wliicl: be FVograni U einiodlfd uGt be free frem deKcis in tmter-Ls ard x^^orkIr^*n5hip 
for a period of n.ne^\' v9X' bocn be day of poa*lus-e. If yoir Game Pak becoii'.^ dunr^ *±at period. .4b«‘>jJe 

Entcnairimeni. tnc. will replace it free cCcharge. 

To replace a defective Gaine Pak duMg the warrant)- penod. nu .1 the entire Game Pak. proof of your purchase with le pur¬ 
chase dale circkd. a brief «aica«nt (Jescr.b:ng be dcdxt. and a largie, selr-actdrcsscd ramped envelope to: 

Warrainy Officer 
.\bsoi>jtc&iiertainii‘xr.t. Iix. 

P.O.Box 116 

Glen Pjxk. New Jcr^c-y 0^452 
Tel: 1201) 652* 1227 

If your Gan>f Pak fa:is after C-ie end cf be 90-day warranty pered, you may rcijjn il lo Absolute Rntertainmerr., Irx. ai Cnc 
addre^ 8l»ve along wlb a clieck or money order 5:»r S2> CO. a brief statement describcig ihe dekcl. ai-)d a large set:- 
addressed sianp^ envei'^. 12il$ offer to repair cc repla« dekvlive Game Paks after be end cf be 90-dav warranty- perjxl 
may be wbdrawn at atiy lime wttheue notce. 

We recccTiner>d that defective Game Paks be packaged carefully aixl sent certified mail, retiim receipc requeued Absclue 
Rn^niinmenf. be. rK'i k re$ponsifcie for replacing defective Game Paks until they luv>e beer, received by us at the above 

address. 

This w arrant)’ Is tinuted lo be Game Pak a> origiJ^i3y supplied by .absolute Enienaiiimeni .Inc. and Is net applkabie -a the 
Prijgrair. emk^t or. be Game Pak. This w arranty will iwc be horicced if be defect has arisen brough abuse, mist'eal* 
mem. biprtpor care ofthj? Game Pak. negkcl. tc iwrnial wy?ar ard tear. 

THIS WAR11A.MT IS IN UKI; OF .41J.0riHSt WAHRANTES. Wlib’ITiKR ORAI.OR WTLTrEN. F-XPRSSS OR IMPUIil). LVCU.'fJ- 
WG .KS\ WAfljlAN*n’ OP MFRGHAST.4BI!JH' OR FITNESS FOR \ P;UfTWXl.^R Pl.kPOSS. .4.M) NO OOHER REFRESLVIA- 

ms OR axiys of any n au:rf. wti j. bf. bi.M'Ing on or onuGAn: absckutp. entf.rta]nmlnt. inc k no bent 

WR J. ABnOLLTE F..NTLRT.4INAU:Nr. INC BF. liAEIi FOR SPECIAL . hNaDLNm. OK 00NSFQl’F.Nn.A]. DAM.4GES RESUHNC 
FROM P(X;jvfSKO.S. L SE OR MAIK NCnON OF THIS G.ANtF PAK OR FROGR.4.M. LSm CHNC- DA.VXGF. TO PROPESTi*. AN/) 
TOmKXTKVTFERNtmFD INDERTHK lAW, D.AM.AGfSFOR PERSONAL 1.SJIHV.E\’PN IP ABSOim ENTIlifr.UN'y.ENT. 
INC FLAS BEEN PKF.VKX SLY .0\TSED OF ThlK POSStBaiTt’ OF St-CH D.A.MAGES. 

THE PROGRAM IS SOtI> ‘AS-IS’ ASD NO WARRAVIHS EXPRESS OR IMPUED. ENCa'DLNG wmvNTihS FOR MFJt* 
CRANTADaiTf OR FMNFSS OR PLILTOSE. WILL W Am JaWF. 

SONE ST.AiXS DO .VOT AIJOW UStn'.ATlON'S ON liOW LO.VG AS IMPUHD W AftR.4NTY L»5rS AND OR!TEEXCUSiON Oft 
UMTTATION OF ENCDENTAl. OR CONSEQIINTAL D.AMAGES THE .\BO\T. IXMfTA710NS AND OR EXCU SION OK IJMI- 

T.ATION OF LL^BnJTf .VAV NOT APPLY TO YX. THIS WARRANTY GIVFS YOl SPf.i/AL LEGAL RIGHTS. XND YOl MAY 
OTHER RIGHTS •AYUCTIVAKT’ FROM STAlI TO ST.ATE 

▲AAAAAAAAAAAAAAA 


HA¥umrnomErnmmooncAM€S?TH£ncAUOtm 

TOitrniEmHimewenBEftomEcrLY: 

1 - 800 - 237-8400 

ASK FOR EXTENSION 20t 

niiu meMm puramsBmmsm& 
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